oney! 
oney! 


Skill Level 1-5 
Reading Level 1-3 | 


(Also recommended for 
remedial secondary students. ) + 


lf your students have difficulty counting money, making change, or solving simple 
word problems about money, this program will help! 


The beginning lessons are written at first grade level. The student is required to 
count pennies and nickels. Vocabulary is carefully controlled. 


Lessons increase in difficulty, requiring the student 
to determine amounts shown (coins and bills); work 
with the concept of more and less; solve simple 
word problems; determine if the right amount of 
money has been given and check to see if the right 00k at his change 

amount of change is received. gsc Ree cased 


One of the nicest things about this program is the 
ability to MODIFY THE LESSONS and CREATE NEW 
LESSONS using the high-resolution shapes for coins and bills. Many teachers have 
Students write their own word problems. The program is very flexible! 


Student records are kept by the computer. 


CHartley’ courseware Inc. 


ak CR ee EE ro. PRESETS 
F cain: Fa th Ls : es Wr Oy = cap ELS 
¥ niacmngaiet = ae wees 2, 
& oe ae 


4“ Ne ie 2 Ais ur - lee 7 
oa ae : pee = Fy % "ey ; wa i #4 
a og Pe tA . 5 hae & 
ye wee a We . si 3 tes s Ww 
Yi ; = : i eres % 3 ’ 
47.01 Mone’ 
a ate Mayes NS : eee: ae re a 


646-6458 


sR a nd SME ON eR i ORL — 


| ©1982 Hartle 


sere st 


y’Courseware, Inc. Dimondale, Ml 48821 


(517) 


1701 Money! Money! 


Hartley 


©1982 Hartley’Courseware, Inc. Dimondale, Ml 48821 (517) 646-6458 


ee 


A 


eA oa 
Pe Wann 
Bieanne 


Pera 


=o 
es Se 


nate 


ete 


SS ee = é 
aS : = 
> ee = ae : 
= : Sey oe SE, 
RE es 
PEAT eee 
Praseese 


Ses 


Finis 
SSS SSS 


Sao 


Oca 
Sees 


639- 8b 


a 


<1 


oe 


= 
= 


— ee 


> 


a 
3 
a 


SPECIAL FEATURES 


Student Planning records student errors 
for later review by the teacher. This file 
holds up to 30 student records before it 
needs to be erased. = 


Lessons may be easily modified. 
New lessons can be created. 


Special graphics allow the teacher to create 
lessons mixing text and pictures. 


Skill-pevel 1-> Reading Level |-3 


NATIONAL SCHOOL PRODUCTS 
101 EAST BROADWAY 
~ MARYVILLE, TENNESSEE 37801 


All Hartley courseware requires a 
48K Apple Il* or Ile*, or 
Franklin ACE 1000 and 
one disk drive. 


On the Apple Ile, you must keep the 
- CAPS LOCK key down at all times; 
the LOCK key on the Franklin. 


© 1982 Hartley Courseware, Inc. 
- Dimondale, MI 48821 


*Apple Il & lle are trademarks of APPLE COMPUTER, INC. 


PURPOSE 


This disk was developed to give the student extra 
practice in working with money. It was designed to 
provide the teacher with a "mini authoring" system 
to: use =for the: sah gs of additional electronic 
worksheets. 


There are 15 lessons which vary in difficulty from 
Ist to 5th grade. There is also room to write additional 
lessons at the level your students need. 


Before using this program with a young child, be sure 
you provide them with either real coins or good faci- 
similes. In our test school, young children easily made 
the transfer between the graphic representation of 
coins and the 'real thing’. The teachers who developed 
this program emphasized the importance of ensuring 
this association was made. 


The overall objectives of this program are to help 
the student in: 


(a) counting money. 


_(b) determining if (s)he has ENOUGH money — 
to buy an item. 


(c) ‘determining the BEST amount to give for 
an item. 


(d) counting CHANGE to see if it is correct. 


Prerequisite Skills 


-The vocabulary needed is listed for each lesson. 
The child will need a second grade reading level 
to work independently. | 


-'Counting up’ needs to be taught. The child wil] 
not need to 'regroup' to handle the change making 
lessons. | 


TEACHER'S GUIDE 
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This disk uses a high speed operating 
system, Diversi-DOS » ._which= is 


licensed for use with this program 
only. To legally use Diversi-DOS, 
you may send $30.00 directly to 
DSK,....Ine«,.. 1843. Crampton—-Get., 

Rockford, IL 61111. You will receive 
a Diversi-DOS utility disk and docu- — 
mentation. > | 


Field test schools are available upon request. 


CREDITS 


Large characters developed 
by and used with permission 
of MECC, 2520 Broadway Dr. 
Lauderdale, MN 55113. 


QUICK NOTES 


To access the Teacher's MENU, type MENU when 


is displayed. 


Exit any lesson by typing ESC when a response is called 
Lor. | 


Capitalize a letter when CREATing a lesson by holding 


the SHIFT key and typing NN. The next letter you type 
will be capitalized. ae 


Type 'END' when you have completed a CREATE lesson. 


Lessons on This Disk 


A complete list of the objectives for each lesson are 
in the back of this booklet. 


M1 | M6 MI1 
M2 7 M7 M12 
M3. M8 M13 
M4 | M9 M14 
M5 M10 M15 


RUNNING THE PROGRAM 
This disk will boot on a 3.3 Disk Operating System. 


When running this program on the Apple Ile, or the 
Franklin ACE 1000, you must keep the |CAPS LOCK 
key down. 


Put the disk in Drive #1; close the door. Turn on your 
computer. If you have an Apple II Plus, or Apple Ile, 
the disk will boot automatically when you turn on the 
computer. | 


If you have an Apple II - type PR#6 and press RETURN. 
The program will load into your computer and run auto- 


matically - don't type CATALOG! 


The credits will vanish and this screen will appear: 


If you are running the program, you (or a_ student) 
could type in any name and ‘press RETURN. On the 
bottom of the screen the following message will appear. 


Which lesson do you want 
to work on, Jim? 


The lessons on this disk are listed on page 2 of ine 
Teacher's Guide. A complete description of the skills 
taught in each lesson are listed on the last pages of 
this BuICEs 


If. you have lost this book, or seve created lessons 


ir wera 


? and RETURN 


This will “display the CATALOG which shows ait the 
lessons on the diskette (you can only run text (T) files 
without the *). 


eerie to press RETURN. After all lessons on the 
CATALOG have been shown, the computer will return 
TOs 


Which lesson do you want 


to work on, Tim? 


Now type the name of the lesson; Ml, M5, M14, etc. 


Aiter the Jesson is selected, the Instructions frame 
will be shown. 


The vocabulary 
for the beginning 
See lessons is listed 
This lesson is in the first 
about pennies frame of the 

and nickels. lessons. 


“Do each lesson WORDS TO LEARN 
carefully. penny pennies 
Good luck! : cent cents 

nickel nickels 


| Press return. 
: count 


The next2frame .will..display-—the.- first—frame of the 
lesson. Questions will be asked which will require the 
student to use the information given. 


Students will be given one chance to answer before 
the correct answer is shown. This may be _ changed 
by using the MODIFY option on the Teacher's MENU. 


Unless the lesson is stopped by pressing ESC when 
a response is called for, all items in the lesson will 
be presented. Lessons vary from 10-20 frames. 


When the student completes the lesson or presses ESC, 
the following frame appears. 


Tim, you are finished. 


Press return. 


The next frame displays the student's results on that 
lesson. 


The name, lesson, number of problems attempted, number 
of problems correct on first try, EXACTLY what the 
Student entered as an answer and what the answer 
should have been are given. All of this is stored on 
the STUDENT PLANNING file wnich can be accessed 
at a later time by the teacher. 


STUDENT: TIM 
LESSON: MO1 


9 CORRECT OUT OF 16 ATTEMPTS. 
7 PROBLEMS CORRECT ON FIRST TRY. 


YOU MISSED THESE: 
YOUR ANSWER CORRECT ANSWER This frame 

available 

via STUDENT 

PLANNING. 


PRESS RETURN 


After pressing RETURN, there is a "See you fe Ler 
message to the student and the computer is ready 
for the next student. i 


$$$MONEY! MONEY!$$$ 


Please type. your name: 


THE TEACHER'S MENU 


The lessons we have shown so far are for the student. 


There are also programs for the teacher. These programs 


allow the teacher to change the student lessons or 


review student performance. 


The teacher's programs may be accessed by using the 
name MENU when the following screen is shown: 


$$$MONEY! MONE Y!$$$ 


Type the word MENU and press RETURN. The following 
MENU will be shown. 


DO YOU WANT TO: 


t+ ORE Ae CHANGE, “OR 
DELETE A LESSON 


2 - RUN STUDENT PLANNING 
3 — RUN LESSONS =’ 
WHICH? 


The following pages will describe exactly how to use 
each of these programs on the Teacher's MENU. — 


i 


I - CREATE, CHANGE, OR DELETE A LESSON 


Selection of this option will display the following MENU. 


DO YOU WANT To: 


~ CREATE A NEW LESSON 
- CHANGE AN EXISTING LESSON - 
DELETE A LESSON 
CHECK STUDENT RESULTS 
5 - RUN LESSONS 
.6 - CATALOG DISK | 
WHICH? | 


1 - CREATE A NEW LESSON — 


When you select this option for CREATING a new lesson, 
the following frame will appear. 


INSTRUCTIONS 


_ Enter instructions. 


You may enter 9 lines of instructions. Note: To capitalize 
a letter, press the SHIFT key and together immediately, 
before the letter you wish capitalized. . 
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4 


After you have entered the instructions, the lesson 
frame will appear. 


Either words 
_.—_Or pictures - 
‘4 lines. 


5 lines - 
~— words only; 


no pictures. 
Answer: 


“—~ Only 1 answer. 


Above the line you may put either words or pictures; 
a total of 4 lines. 


Below the line you may only enter words - no graphics. 


There can only be one answer per question. We would 
prefer to have multiple answers; we would have had 
to give up other capabilities to do so. 


To CREATE or CHANGE your lessons, use the following 
symbols to produce the graphics desired to present 
your problem to the student. ? 


The slash mark (/) followed by the appropriate number 
or letter will produce the coin or bil! shown. 


The ; produces the ¢ sign. 
The $ the § sign. 


The @ symbol will make a blank. On the Ile, eae 
the (SHIFT) number 2. 


Special Symbols for Pictures 


Press these Press these 


two keys To make this: — two keys To make this: 


<1 
/ | 


isiPy OF Hie 


Hie 
f-4 43) 


TL] () 
©) 
ae) 
HA 5 BC 
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Press these 
two keys To make this: 


» 


1 
__ ss 
Hie, 2 eet 


To erase - put the cursor on the line, using the — to 


\ space back - press space bar to erase the line. 


Remember - the part of the screen above the middle 
line is for words and pictures. The bottom half below 
the middle line is for words only - no pictures. Also, 
there can be only Il answer. | - 
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When you have written all the questions you wish, 
type END and press RETURN. 


If you do not want to ask‘a question, but want an instruc- 
tional frame, type / as the answer. This will be a cue 
to the computer that there will be no answer. The 
frame will be shown to the student with the directions 
to press RETURN. , 


2 - CHANGE AN EXISTING LESSON 


N 


LESSON;< > 


YOU HAVE __ FRAMES. 
IN THIS LESSON. 


WANT TO ADD MORE FRAMES?(N | 


This frame allows you to add more frames. 


This. decision point will branch you in two directions. 


Do you. want to add 
more frames? (Y/N) 


You can MODIFY 
Existing Frames | 


Change Design 


Option. 


-} Change Lesson 
Name | 
——-| Do Another List — eee 
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If you want to increase the number of items, type 
Y. You will then go immediately to the program which 
allows you to add items. 


If YES : | 
ADD HOW MANY FRAMES? 


The instructions frame will appear for you to change 
if desired. 


New frames are added in the same way you would 
create new lesson frames. For more information see 
the section on CREATE a New Lesson on page 8. 


After new frames are added the computer wil] branch 
you to the Design Options for that lesson. 


DESIGN OPTIONS 
2? 


DO YOU WANT THE FRAMES OF THIS 
LESSON PRESENTED TO THE STUDENT IN 


RANDOM ORDER OR THE SAME ORDER 
IN WHICH YOU ENTERED THEM? 


ENTER ‘R’ OR 'S’ ==> [S] 


Be careful about changing this on existing lessons. 
Some are graduated in difficulty. For new lessons you 
Create, this is a nice flexibility. | 
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DESIGN OPTIONS 


ey, 


HOW MANY TRIES WOULD YOU LIKE 
TO GIVE THE STUDENT BEFORE THE ~ 


CORRECT ANSWER IS DISPLAYED? 


ENTER A NUMBER FROM 1109 ==> [1] 


If it's a "fill-in-the-blank" answer, you may want to 
Change this. On a 2-response, multiple choice you obvi- 
ously would not. 


STUDENT SAFEGUARDS 
ao D> 


IF THE STUDENT IS DOING POORLY, 


THE LESSON WILL TERMINATE IF HE/SHE | 
_ HAS LESS THANL4D% CORRECT ON THE 
FIRST TRY. 


(ENTER A NUMBER FROM 1 TO 49) 


The next question relates to this decision. 
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STUDENT SAFEGUARDS 
— | 


EVEN IF THE STUDENT IS DOING 


POORLY, AT LEAST[4]FRAMES 
WILL BE PRESENTED BEFORE THE 
LESSON IS TERMINATED. 


(ENTER A NUMBER FROM 1 70 20) 


You will need to skip at least some frames. If you 
don't, the lesson will terminate on the first frame 
if there is an error (0% will be below any % that you 
set in the previous step). 


STUDENT SAFEGUARDS 


<2 


IF A STUDENT IS DOING WELL, THE 


LESSON WILL TERMINATE AFTERLID 
CONSECUTIVE CORRECT ANSWERS 
ON THE FIRST TRY. 


(ENTER A NUMBER FROM 1 TO 20) 


If there is a variety of skills taught or reviewed in 
one lesson, you may want the student to complete 
all the work no matter how well he/she does on the 
‘first: 10ve=-1t- so, change to<20::or--the total<ameunt - 
of items in the lesson. | 
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‘DESIGN OPTIONS 


e. 


AFTER THE STUDENT HAS GONE THROUGH 
ALL THE FRAMES IN A LESSON, DO YOU 
WANT THE QUESTIONS HE/SHE MISSED TO 
BE PRESENTED AGAIN? 


ENTER “Y' OR ‘N’ ==> 


DESIGN OPTIONS 
<> 


WHEN THE QUESTIONS ARE PRESENTED 
AGAIN, HOW MANY TRIES WOULD YOU 
LIKE TO GIVE THE STUDENT BEFORE 
THE CORRECT ANSWER IS DISPLAYED? 


ENTER A NUMBER FROM 1709 ==> [1] 


The student safeguards do not apply to these questions. — 
The authors assumed the teacher would want all missed — 
_items reviewed. 


You will then be asked if you want to: 


SAVE THIS LESSON? (Y/N) 
LESSON NAME? 


You wil] then return to the MENU. 
16 


Now, we are going back to page 12 and take the NO 
option. If you answer NO to the question: Do You Want 
to Add More Frames? (Y/N), the computer displays 
“for correction each frame beginning with the Instruc- 
tions. 


Each frame will be presented. If you don't want to 
change the line the cursor is on press RETURN. Ii 
you do, type the new line. See Create, page 8. | 


Use the -— key to move the cursor back over previous 
lines. When the entire. list has been reviewed, the com- 
puter will branch you to the Design Options. These 
are the same Options as previously described. 


You do not need to go through all the lessons. It 
you are finished making your corrections, type END 
and press RETURN. The computer will go to the 
Design Options. After the Design Options: 7 


SAVE THIS LESSON? (Y/N) 


Type Y if you want the corrections to replace the 
lines that were in the original list. Type N if you have 
changed your mind about the corrections or did not 
make any. If you type Y, the final question will be: 


LESSON NAME: | 


This allows you to keep both the 'old' lessons and the 
'new' lesson. You'll find this advantageous if you are 
creating a lot of lessons or trying some experimental 
work with your CAI lessons. | 


The design decisions you have made may vary from 
lesson to lesson depending on the content and the teacher's 
preference. 


You may make different decisions for each lesson. 
Your decisions will only affect that lesson. If you 
want all lessons to be presented randomly (for example) 
you will need to make that decision for each lesson. 
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When you are finished with one lesson: 


DO YOU WANT TO: 


- CREATE A NEW LESSON 
- CHANGE AN EXISTING LESSON 
DELETE-A LESSON 
CHECK STUDENT RESULTS 
> - RUN LESSONS 
=~ 6 -~-EATALOGDISK 
WHICH? 


3 - DELETE A LESSON 


Type the name of the lesson you want deleted; press 
RETURN. 


CAUTION: Be sure you want to delete a lesson. 
Once it's gone, you can only get it back by re-entering 
each frame. 


4 ~ CHECK STUDENT RESULTS 


STUDENT PLANNING | 
WANT TO CLEAR THE FILE? (Y/N) ~ 


Type N if you want to see it; Y if you want to com- 
pletely erase all student results. Press RETURN. 
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If you want to see only some of the students, select: 


2 - SEE SOME STUDENTS press RETURN 


STUDENT PLANNING 
YOU HAVE “10 STUDENTS IN FILE. 


THERE IS ROOM FOR 20 MORE. 


DO YOU WANT TO: 
1 - SEE ALL STUDENTS 
2 - SEE SOME STUDENTS 
3 - GO BACK TO MENU 
WHICH? 


As you select the students whose records you want 
to view, you will be typing just the number. | 


NOTE THE NUMBER TO THE LEFT OF 
THE STUDENT(S) YOU WISH TO PRINT 
OR DISPLAY. 7 


PRESS 'RETURN'. 
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Type the number of a student you want to see and 
press RETURN. For Example: 2 


2 - (Lesson Y) (Name B) 
g TO PRINT 


This frame gives you a chance to change your mind. 
If you want the record on the student, type Y. 


: 1 TO PRINT 
TYPE 'END' TO QUIT ENTERING STUDENTS 


Continue selecting students) whose records you| want 
to print. The computer will keep a running tally on 
‘the number you have selected.: | 


When you have entered all of the students, type END 
(in place of another number). 


ARE YOU USING A PRINTER? (Y/N) 


If you type Y, the printer will list the records. If you 
type N, the records will come up on your monitor screen. 


It will usually be I or 2. If you are not sure, take off 
the cover and check. The printout will be in the following 
format. 


WHICH SLOT? 
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STUDENT: TIM 
LESSON: MO1 


THERE ARE 10 QUESTIONS IN THIS LESSON. 
9 CORRECT OUT OF 16 ATTEMPTS. 
7 PROBLEMS CORRECT ON FIRST TRY. 


FRM# INCORRECT SHOULD BE 


PRESS RETURN 


@The line separates the items missed on the first time 
through the lesson from those questions missed when 
they were presented for a second try. 


After all the information is displayed you will be asked: 


DO YOU WISH TO CLEAR THE FILE? (Y/N) 
Respond as desired. 


The ESC key may be pressed at any time to terminate 
display or printout of student results. A maximum of 
30 records can be stored in STUDENT PLANNING before 
the files must be emptied. To empty the response file 
answer Y to the question at the end of the display/printout. 


A printer is nice to have with Student Planning. 
This program is designed to accommodate a printer 
interface in any slot which can be accessed by the ' 
"PR#6" command. 
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BEHAV IORAL OBJECTIVES 


and 
SUGGESTIONS 

Level 2 

M1 Given a picture of pennies, ‘the student will 
count them. 

Given 2 picture of pennies, the student will 
determine their value in cents. 

Given a picture of (1-3) nickels, the student 
will determine their value in cents. 

Level 2-3 

M2 Given pictures of nickels, the student will 
count by 5's to determine their value ih cents. 
Given pictures of coins (pennies and nickels 
mixed), the student will determine their value 
in cents. 

M3 Given pictures of dimes, the student will 
count by 10's to determine their value in 
cents. 

Given an amount of cents (less than 50¢) 
and two sets of coins (nickels, dimes, and 
pennies), the student will select the set that 
has the given value. 

Given a selection of coins (pennies, nickels, 
and dimes), the student will determine their 
value in cents. 

Level 3-4 

M4 Word Problems 


Given a set of coins ~ (pennies, nickels, dimes) 
and the cost of an item, the student will 
answer yes/no to the question, "Do you have 
enough money?" | 
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M4 (con't) 


Mo) 


Given the price of an item and 2 ‘sets G1 
coins (pennies, nickels, dimes), the student 


will select the set that should be used to pay 
for the item. 


Word Problems 


Given the cost of an item (under 50¢) and 


‘the coins (penny, nickel, dime), given to 


M6 


Level 4-5 


M7 


the clerk, the student will state the amount 
of cents returned. in change. 


Given the cost of an item (under 50¢) and 
the amount of money (in cents) given the 
clerk, the student will say if the display of. 
coins returned by the clerk is correct. 


Given the cost of an item (under $1.00) and 
the amount of money (in cents) given the 
clerk, the student will choose between two 
sets of change (pennies, nickels, dimes). 


Given pictures of quarters, the student will 
determine the value in cents. 


Given pictures of... two,-s@ts.2@f coins, the 
student will select the set that represents 
a given value. | 


Given a set of coins (quarters, nickels, dimes, 
pennies), the student will determine their 
value in cents (less than 50¢). 


Word Problems 


Given a set of coins and the cost of an item 
(up.. to. 99¢), the student..wilh determines 4i~ 
he can 'buy' the item with the coins. 


Given two sets of coins (quarters, dimes, 
nickels, pennies) and the cost of an item, 
the student will determine which woyld be 
the best set pope pay for the item. 


Given the cost of an item and the amount 
paid, the student wil] determine the appropriate 
change. | | 


M8 Given a selection of coins (half-dollars, quarters 
dimes, nickels, pennies), the student will 
determine their value in cents. 


M9 Word Problems 


Given a set of coins (half-dollar, quarters, 
dimes, nickels and pennies), the price of 
an item, the student will determine if there 
is enough money to pay for the item. 


Given 2 sets of coins (halves, quarters, nickels, 
dimes, and pennies) and the cost of an item, 
the student will determine which set would 
be the best to use to pay for the item. 


_ Given the price of an item, what was paid, 
and 2 sets of change (halves, quarters, dimes, 


nickels, and pennies), the student will select the — 


correct set of Charge. 


M10 Given pictures of coins (halves, quarters, 
dimes, nickels, and pennies), the student 
will determine their values and write it 
in decimal form. 


Level 5-6 

M11 Given ‘pictures “of “dollars “and 1- or =2 - coins, 
the student will write the amount in decimal 
form. 

M12 Given l|, 2, and 5 dollar bills mixed with 


coins, the student will write the value in 
decimal form. (SX.XX) | 


M13 Word Problems 
Given an amount of money and the cost of 
an item, the student will determine if the 


money is enough. 
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Level 6. 
hal. Word Problems. 


Given the price of an item and the amount paid, 
the student will determine if the change shown 
is correct. (Change shown in bills and coins.) 


M15 Extras for Experts--Word Problems 


This lesson has a selection of difficult word 
problems which require the student to count 
money (bills and coins) and calculate change. 


Given the price and the change, the student 
must determine the amount given, and whether 
or not the change is correct. In some cases, 
this requires a two or three-step process. 


Suggestions | 


Having the,..9pportunity to actually manipulate and 
count real (or nearly real) coins is very important. 
If you have any 'paper' coins in your classroom, make 
them available to the student to ensure the association 
between the simulated coins and the real coins is made. 


Counting change is a very important activity. Start 
with the amount the item costs. Count up to the amount 
given. "Counting up" to find the right change is included 
on the disk, but the students will need additional experience 
with this important activity. 


We hope you enjoy using this disk. PLEASE, practice 


making a few of your own lessons. The CREATE capability | 
is one of the outstanding features of the Hartley programs. 
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oney! 
oney! 


Skill Level 1-5 
Reading Level 1-3 


(Also recommended for 
remedial secondary students.) 


If your students have difficulty counting money, making change, or solving simple 
word problems about money, this program will help! 


The beginning lessons are written at first grade level. The student is required to 
count pennies and nickels. Vocabulary is carefully controlled. 


Lessons increase in difficulty, requiring the student 
to determine amounts shown (coins and bills); work 
with the concept of more and tess; solve simple 
word problems; determine if the right amount of 
money has been given and check to see if the right Look at his change. 

amount of change is received. ig i cioa 


$ 


Answer: 


One of the nicest things about this program is the 
ability to MODIFY THE LESSONS and CREATE NEW 
LESSONS using the high-resolution shapes for coins and bills. Many teachers have 
Students write their own word problems. The program is very flexible! 


Student records are kept by the computer. 


CHartley’ courseware, Inc. 


